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PIRACY 


Piracy is an intelligent tactical game for one or tvo players. To win this 
game, you must guide as many of your pirates as possible, to blow out the 
cabin holes of your enemys boat. To get an idea of how to do this, sit 
back and watch the demo of this game. 


Like chess, piracy requires a great deal of thought and concentration to 
master and win the game. Its great fun to play for all the family and 
will not grow old and tired like most of your other games. 


- Hitting Run/Stop and Restore keys will restart the game. 


- Make your choice of game play by moving your joystick to the 
appropriate ICON and depressing the joystick button. 


GAME SCREEN 

HK Pull down on the joystick to choose the port hole you wish to launch 
pirates from (indicated by flashing skulls). You may launch more than 
one pirate onto the net. 


8 Depress joystick button to open port hatch (by depressing button a 
second time, the port hatch will close and you can choose another 
port). 


Once the port hatch is opened, push the joystick to the left. You 
will notice skulls flashing rapidly (colour changes to purple). By 
ing joystick button you can now launch your pirate (8). 


D When at least one pirate is on the net, you are given two choices :~ 
1, Launch a second pirate onto the net. 
2. Move existing pirates on the net in a forward or diagonal 
direction. 


E(1) If you wish to launch another pirate (s) repeat above from step A 


F(2) If you wish to move a pirate (s), push your joystick to the right, and 
4 compass will appear in the middle of your screen. This allows you 
to determine the direction of your move. Pushing your joystick up 
means an upward diagonal movement, down means a downward diagonal 
movement while right means a movement. Depressing your joystick button 
will signal your decision to move ALL your pirates on the net in that 
direction. 


G Before you choose the direction of your move you should note that the 
four holes in the net will not hold anything and consequently your 
pirates will fall into the "drink" if moved to those positions 


H Pirates at the top or bottom of the net will be moved to the opposite 
side one position forward if a diagonal direction for movement is 
chosen. 


I In all moves on the net. THE ATTACKER WINS ! 


Therefore if your enemy is about to enter your port hatch and you 
still have the ability to launch a pirate from that hatch, then do so 
as you will beat him off. 


- A flashing beacon at the top left or right hand corners of the screen 
indicates each players turn. 


PLAYING THE GAME 
Lets quickly play through a quick suicide mission to help get across the 
idea behind piracy. Set your computer up for one player, one gun pointing 


to the right and skill level 1. 


1, The computer makes its first move, now we must respond by launching 
onto the n Push down on your joystick until skulls in the 4th 
hatch down are flashing, depress your joystick button, push your 
Joystick right (skulls should flash purple) and depress your joystick 
button. 


2, The computer responds. 

3, We now launch a pirate from the 2nd hatch down as per Step 1. 

4, The computer responds. 

5. We now move all of our pirates in a downward diagonal direction by 
pushing our joystick to the right and down until the arrow on the 
compass points in that direction. Now depress your joystick buttons. 

6. The computer responds. 

7. We now back up both of our pirates on the net by opening the 3rd and 
Sth hatch down, then by pushing our joystick right and depressing the 
button we now launch two pirates at once. 

8. The computer responds, 


The computer will respond in a different way each time the game is played. 


Continue playing until you can successfully position your pirates for a 
strike into enemies port holes. 


Winning the game is achieved by blowing out all enemy port holes or 
knocking all enemy pirates off the nets until Captain Blackbeard Morgan or 
Prince Carloz Diaz is made to walk the plank 
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the Commodore® C64¢ 
computer. It travelled 
the world, and now this 
enigmatic puzzle of a 

Strategy game is back, 
testing its players ona 
new board game format. 
Take the challenge and 
play Pliea Enjoy! 
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“Playing and winning at PIRACY® means staying alive.” 


PIRACY® ~ like Chess ~ is a STRATEGY GAME for 2 PLAYERS. It’s easy to learn and the more you play it, the better you get. No luck, no dice, 
no tricks, just pure tactical skill ~ and like all good strategy games, PIRACY® will continue to challenge even the most accomplished players. 


LAUNCHING PIRATES 


BEFORE pirates can be MOVED across 
the ROPE NET to the OPPONENT's ship, 
they MUST FIRST BE LAUNCHED 
from the CANNON DOORS. 


The game BEGINS when the FIRST player 
LAUNCHES A PIRATE (or several pirates) 
from the CANNON DOOR(s) on to the 
ROPE NET by moving pirate token(s) 
HORIZONTALLY ACROSS to the FIRST 
squgye of the ROPE NET. 

‘ 


2) 


MOVING PIRATES 


ALL PIRATES on the rope net MUST MOVE 
TOGETHER in the SAME DIRECTION: 
ONE square DIAGONALLY UP, STRAIGHT 
ACROSS or DIAGONALLY DOWN. 


Pirates CANNOT MOVE BACKWARDS. 


Pirates who MOVE into the BROKEN ROPES, 


(the 4 RED CROSSBONES) fall into 
the sea and DROWN. 
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WRAP-AROUND 


Imagine the rope net is a cylinde 
where the top rope squares are joined 
bottom rope squares. - 
WRAP-DOWN: ALL pirates on the 
of the rope net MOVE DOWN on 
by jumping UP DIAGONALLY: 
TOP SQUARE of the N 
_ WRAP-UP: ALL pirates on 
net MOVE UP one square by jump 
DIAGONALLY to the BOTTOM § 
of the NEXT file. 


PIRACY~The Rules°® 


PIRACY® — like Chess — is a STRATEGY GAME for 2 PLAYERS. 
It's easy to learn and the more you play it, the better you get. 
No luck, no dice, no tricks — just pure tactical skill — and like 
all good strategy games, PIRACY® will continue to challenge 
even the most accomplished players. 


“Playing and winning at Piracy means staying alive.” 


1. OBJECTIVE 


AROPE NET hangs between 2 PIRATE SHIPS. Each ship has 5 CANNON 
DOORS with 3 PIRATES behind each door (15 PIRATES ON EACH SHIP). 


Players take tums to either (a) LAUNCH pirates from the cannon doors 
onto the rope net, OR (b) MOVE launched pirates forwards across the 
game board ONE SQUARE ATA TIME towards the OPPONENT's SHIP. 


ALL PIRATES on the rope net MUST MOVE TOGETHER in the SAME 
DIRECTION (one square diagonally up, diagonally down, or straight 
across). Pirates CANNOT MOVE BACKWARDS. Pirates who MOVE into 
the BROKEN ROPES (the 4 RED CROSS-BONES) fall into the sea and 
DROWN. 

When a pirate jumps into an OPPONENT’s CANNON DOOR — called 
BLOWING THE DOOR — the OPPONENT LOSES THAT DOOR and ALL 
PIRATES inside. IMMEDIATELY another pirate REAPPEARS ON THE 
ATTACKER’s SHIP in the CANNON DOOR DIRECTLY OPPOSITE from the 
OPPONENT’s DOOR. You get another pirate back. 

The battle continues: more doors are blown; pirates slowly disappear 
until YOU (or your OPPONENT) have NO MORE PIRATES LEFT to ‘do 
battle.’ The first player to LOSE ALL PIRATES has LOST THE GAME (in the 
animated computer version of Piracy, the leser's captain ‘walks the 
plank’). 


2. GAME SETUP 


(2) Which ship? 

Players are assigned their ships by flipping a coin (or pirate token). 
GREEN PETE the Englishman launches his attack from the LEFT ship, 
purple MANUEL the Spaniard fights from the RIGHT ship. 


Players then sit on the LEFT or RIGHT side of their respective ships and 
position the game board alongside or opposite each other. 


(b) Where do the pirate tokens go? 


The GREEN and PURPLE CIRCLES on each ship represent CANNON 
DOORS. Behind each cannon door are 3 PIRATES: 


@ Push outALL 30 PIRATE TOKENS from the 2 frame mounts. 


@ Putastack of 3 PIRATE TOKENS on each cannon door (15 GREEN 
Pete's on 5 GREEN cannon doors; 15 PURPLE Manuel's on 5 
PURPLE cannon doors = total 30 pirates). 


(c) Who starts first? 
© Flip acoin (or pirate token). 


3. THE GAME BEGINS WITH THE FIRST LAUNCH 


BEFORE pirates can MOVE across to the other ship, they must FIRST BE 
LAUNCHED from the CANNON DOORS on to the rope net: 


@ The game begins when Player 1 LAUNCHES A PIRATE (or SEVERAL 
PIRATES) from the CANNON DOOR(s) on to the ROPE NET by moving 
pirate token(s) HORIZONTALLY ACROSS to the FIRST SQUARE OF 
THE ROPE NET. 


@ Player 2 responds similarly by LAUNCHING A PIRATE (or SEVERAL 
PIRATES) from the CANNON DOOR\s) on to the ROPE NET. 


£ PlayTip: Only ONE PIRATE at a time can be LAUNCHED ON TO THE NET 
from any ONE CANNON DOOR. Up to 5 PIRATES can be LAUNCHED 
FROM THE 5 DOORS but after the next MOVE, only 3 PIRATES can get 
through the first TWO BROKEN ROPES (red cross-bones). It requires real 
strategy to use and avoid the broken ropes. 


4. LAUNCH or MOVE? 
Player 1 responds by doing only ONE of the following actions: 
@ LAUNCH ANOTHER PIRATE (or more pirates if possible) OR, 


@ MOVEALL PIRATES on the net ONE SQUARE towards the 
opponent's doors (up, down or across). 


Player 2 responds with a LAUNCH or MOVE. Player 1 answers with a 
LAUNCH or MOVE, and the game gets serious. 


£ PlayTip: Launching another pirate (or pirates) on to the net might be a 
strategic decision in response to your OPPONENT 's previous LAUNCH or 
MOVE. It may ‘buy time’ by bluffing the other ship into thinking an all-out 
attack is being unleashed and must be defended with similar force 6 
moves later. Then again the bluff could be suicide because eventually 
ALL PIRATES ON THE NET MUST MOVE TOGETHER IN EXACTLY THE SAME 
DIRECTION. Delay tactics like launching on top of an existing pirate is 
deliberate suicide (murder?) with no strategic gain. 


5. MOVING PIRATES ACROSS THE ROPE NET 


The MOVE features in PIRACY are unique. Moving ALL your pirates on the 
net ONE SQUARE HORIZONTALLY ACROSS, DIAGONALLY DOWN or UP 
towards your OPPONENT's doors is relatively simple, but what happens 
when pirates on TOP of the net MOVE UP DIAGONALLY or the pirates on 
the BOTTOM rungs MOVE DOWN DIAGONALLY? Don't they fall into the 
sea? No, they use the magic of ‘WRAP-AROUND.’ Imagine the rope nets 
a cylinder where the top rope squares are joined to the bottom squares: 


@ WRAP UP: ALL pirates on TOP of the net MOVE UP one square by 
jumping DOWN DIAGONALLY to the BOTTOM square of the NEXT file. 
MOVE ACROSS: ALL pirates MOVE STRAIGHT one square by 
jumping HORIZONTALLY ACROSS to the next file. 

WRAP DOWN: ALL pirates on the BOTTOM of the net MOVE DOWN 
one square by jumping UP DIAGONALLY to the TOP SQUARE of the 
NEXT file, 


6, KILLING PIRATES 


The game progresses as players take turns to LAUNCH or MOVE pirates 
across the net todo battle’ with the other ship. 


Inevitably, pirates moving forward from both sides must clash as they 
scramble for position. Now they must fight just to ‘stay alive.’ 


@ Aplayer KILLS the OPPONENT ’s pirate(s) BY JUMPING INTO THE ROPE 
SQUARE(s) OCCUPIED BY THE OPPONENT's PIRATE(s). This could be 
a MOVE ora LAUNCH. 


The OPPONENT’s DEAD pirate tokens are immediately taken off the 
board and put to the side where both players can see the score. 


If pirates from either ship MOVE into a BROKEN ROPE SQUARE (the 
4 red cross-bones), they fall into the sea and DROWN. These tokens 
are immediately taken off the board and put aside. 


£ PlayTip: To ensure the MOVE procedure is done correctly, the 
OPPONENT must carefully watch the active player complete ALL pirate 
direction moves sequentially. The active player begins the MOVE from 
FRONT to BACK by FIRST shifting those pirates CLOSEST to the 
OPPONENT’s ship. Remember ALL PIRATES on the net MUST MOVE 
TOGETHER ONE SQUARE FORWARD IN EXACTLY THE SAME DIRECTION. 


7. THREATENING DOORS 


Eventually those pirates who survive ‘the battles’ and ‘the broken ropes’ 
jump into one of the 5 SQUARES DIRECTLY OPPOSITE the OPPONENT’s 
CANNON DOORS. This is called THREATENING THE DOOR. If the 
OPPONENT’s NEXT MOVE is NOT to LAUNCH a pirate on to the ATTACKER, 
the ATTACKER usually BLOWS THE DOOR in the next MOVE. Sometimes a 
player CANNOT LAUNCH because there are NO PIRATES LEFT in that door, 
or simply the threat was not seen. 


8. BLOWING DOORS 10 GET PIRATES BACK 
@ Pirates ALWAYS enter the OPPONENT’s cannon doors by moving 
HORIZONTALLY STRAIGHT ACROSS into the door (left or right). 


Pirates CANNOT BLOW DOORS by moving DIAGONALLY UP or 
DIAGONALLY DOWN. ALL pirates MOVE OFF the net the SAME way 
they MOVED ON, they ALWAYS GO STRAIGHT ACROSS and IN. 


When a MOVE UP or MOVE DOWN has been selected, ALL other 


THREATENING DOORS, they ALWAYS GO STRAIGHT ACROSS and IN. 
When a door is BLOWN: 


(a) ALL the OPPONENT’s PIRATES behind that door are KILLED and 
immediately TAKEN OFF THE BOARD, 


DOOR of the ATTACKER’s ship which is DIRECTLY HORIZONTALLY 
OPPOSITE to the OPPONENT’s BLOWN DOOR, 


c) The ATTACKER immediately ‘CLAIMS’ the OPPONENT’s DOOR by 
placing ONE of the ATTACKER’s DEAD PIRATE TOKENS (which has 
been REVERSED to reveal the BOMB-BLAST) on to the OPPONENT’s 
BLOWN DOOR. 


d) The ATTACKER will ALWAYS GET A MAN BACK by moving pirates 


OPPONENT BLOWS (CLAIMS) the DOOR on the ATTACKER’s SHIP 
which is directly horizontally opposite to the OPPONENT's BLOWN 
DOOR. 


(e) When BOTH DOORS directly horizontally opposite to each other 
on BOTH SHIPS have been BLOWN (CLAIMED), NO MORE PIRATES 
CAN COME BACK to either side through these BLOWN DOORS. 
Pirates who jump into BLOWN DOORS CLAIMED by BOTH PLAYERS 
commit SUICIDE and are immediately taken off the board. 


© Nomore than THREE (3) PIRATES can fit inside a CANNON DOOR. 


£ PlayTip: Like pawns in Chess, pirates are important — but expendable. 
Initially both sides must lose men; after all this is a fight to the death! 
Defending your doors is the key to winning at Piracy. As the game 
unfolds and pirates start to disappear, a player who continually loads 
several of his cannon doors with more and more pirates can unleash an 
almost unstoppable barrage of relentless attacks. WATCH YOUR 
DOORS! And remember to make room behind a crowded cannon door 
BEFORE getting a man back — “No more than 3 pirates...” 


9. GAME OUTCOME and POINT SCORING 


Unlike other strategy games — like Chess or Checkers — PIRACY has 
THREE (3) POSSIBLE GAME OUTCOMES: 


(1) CLASSIC WIN: ONE player KILLS ALL THE OPPONENT’s 
PIRATES (the losing captain walked the plank). 


@ CLASSIC WIN GAMESCORE: Winner = 4; Loser = 0 


(2) STALEMATE: BOTH players LOSE MOST OF THEIR PIRATES and 
CONTINUALLY AVOID EACH OTHER by jumping in and out of doors. Both 
players cannot win or lose. DEFINITION: BOTH PLAYERS MUST DECLARE 
ASTALEMATE after an identified PIRATE (nominated by either player) 
HAS CROSSED THE NET (from ship to ship) THREE (3) times. 


@ STALEMATE GAMESCORE: Player 1 = 2; Player 2=2 


(3) LOCKOUT: BOTH players are KILLED. Sometimes in an old-fashioned 
duel, the two Gentlemen BOTH get a good shot off and KILL EACH 
OTHER! LOCKOUT is rare but as in the real world, it does occur 
sometimes between players who are similarly matched in skill and 
strategy. 


Example: BOTH ships have only ONE PIRATE left. BOTH PIRATES are 
threatening the same cannon doors (directly horizontally opposite to 
each other) on BOTH ships. Player 1 jumps into a previously BLOWN 
DOOR and GETS a PIRATE BACK. Technically two pirates are still on the 
game board: the attacking pirate on the net, and the defending pirate in 
the cannon door. Player 2 jumps into the UNBLOWN door, BLOWS IT, 
and KILLS THE PIRATE inside. Player 2 CANNOT get a pirate BACK 
because BOTH DOORS (directly horizontally opposite to each other) 
have been BLOWN. Poof! Both pirates are KILLED. 


@ LOCKOUT GAMESCORE: Player 4 = 1; Player 2 = 1 


Other rateable factors could include: (a) total PIRATES REMAINING; 
(b) total BLOWN DOORS, and (c) player RESPONSE TIMES. 


PIRACY~The Rules®: Version 1.0 July 2006 
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“They know it will be 
a fight to the death...” 


he stars twinkle softly above 
a warm moonlit Caribbean Sea. 
Iwo pirate captains, ‘Blackbeard’ Morgan 
and Prince Carlos Diaz, pace the poop decks of 
their mighty wooden ships, peering defiantly 
at each other through their gleaming telescopes. 
Below deck, crouching behind the cannon doors, 
Green Pete and Manuel the Spaniard wait excitedly 
to fling themselves on to ‘The Ropes.’ 
Tonight a grappling net will decide their fate ~ 
they know it will be a fight to the death ~ 
and only one ship will survive! 
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